Virtual Ability helps enable people with a wide range of disabilities by providing a supporting environment for them to enter and thrive in online virtual worlds. About half of our group members have one or more kinds of disability (physical, mental, emotional, or sensory) or chronic illness; the other half are temporarily-able-bodied family members, caregivers, professionals, researchers, students, and others interested in disability issues (from the mission statement on website http://www.virtualability.org). Virtual Ability Inc. runs the Virtual Ability Island on Second Life located at
Introduction
Second Life (SL) is "a popular multi-user environment where everything is built by avatar-residents, except the basic land" (Robbins & Bell, 2008) . Users transform their avatars and creations with SL scripting language and retain copyrights. Although known for its social function, for example, meeting people, virtual parties, and interesting places to visit, these events are also inherently educational and aesthetic. Ondrejka (2008) describes learning in SL as situated, the social interaction providing built-in incentives to apprentice more experienced residents in active, "Vygotsian" collaboration. Over 300 universities worldwide have a home in SL (Michels, 2008) . In November 2010, SL claimed to have 21.3 million accounts registered (Second Life, 2011, April) . In 2010, approximately 700,000 people used the virtual world for at least an hour a month, the means that Linden Labs uses to measure activity level (Sass, 2010) . Because of this unique feature of the platform, SL appeals to artists of all sorts to build and create "in world" (in SL). The result is a rich and varied world, created by its users, for its users.
Deuze (2006) explained its collaborative principles, which included participation, remediation (problem solving), and bricolage (assemblage of tools and emerging findings). Lu (2010) also offered her own principles for designing learning events in SL: "Learning by exploring, being, collaborating, championing, building, and expressing" (Condensed from p. 21). SL has already proven itself as a useful tool for people with limited ability to socialize and connect (Boulos, Hetherington, & Wheeler, 2007) . Organizations such as Virtual Ability (http://www.virtualability. org) post lists with resources for people with several disabilities. Diane Carr (2010) investigates the coalescence of disability and technology, particularly in the Deaf community, and how identity is reconstructed in the commingling of real and virtual worlds. She argues "that research regarding online identity, disability and education needs to allow room for self-description . . . recognize the power relations that can lurk within practices of provision or accessibility support" (para 1). Thus, disability studies merge e-learning and accessibility perspectives. For example, the voice feature in SL, which was first introduced in 2007, while beneficial to some disabilities might exclude Deaf residents from both intimate gatherings and large events (Carr, 2010) . If one were to follow the social construction theory of disability that Davis (1995) and others propose, then the introduction of the voice feature has changed the social, political, and spatial environment of SL in a way that produces a disability (deafness) where there was none before. In considering such situations that pose the potential for exclusion, even within a site that was designed to support disability, Carr turns to disability and deaf studies that resist representing the Deaf as bereft or passive. Generally, however, many discussions about disability in SL point to the ease with which people with a variety of disabilities might enjoy participating and contributing to events that would not be possible in real life (RL). While there is obviously merit to this perspective, Carr warns that digital ethnography must adopt the kind of scrutiny that disability studies has afforded this conversation; for instance, the inadvertent propagation of an "impairment as problem/technology as solution" dynamic. "Such patterns implicitly define disability as a property of potentially marginalized individuals who are in need of special support" (para 6). Herein
